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The Change Process of the Search 
Observed for the KANSOSEN of Shogi 

-~from negative search to positive search~ 

Takeshi ITO (ito@cs.uec.ac.jp) 
Department of Computer Science, The University of Electro-Communications 

The game of the shogi is very complicatedly difficult, and the beginner can't decide the next 
move in some phases. However, it would be possible to choose the move, which it is plausible from 
legal moves in gradually proving with learning, the hand to be indicated In this study, the novice 
player, beginner player, upper grade player, the expert player was examined in the think aloud 
protocol analysis, and it confirmed "that candidate move to be indicated early accurately thinks" 
as the expert player. For the confirmation, there was searching process in respect of the candidate 
move that it would give the evaluation in the candidate move and improves, as it became the 
expert player, while the hand is badly searched by method of elimination, and as the novice player 
carries out the advance searching. 

In addition, the game experiment was carried out, and the KANSOSEN after the game was 
also analyzed. As the result, it was traced to become phase over the player in the inside, and cause 
of defeat was specified, and that time best move was examined, and the process which examined 
why it should be so indicated, in detail was observed. 
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